Spy’s Eye 


Wondrous item (prosthetic), uncommon (requires attunement) 


The Spy’s Eye replicates its host's natural eyes but glimmers with a faint, mystical 
light when used to see through your familiar. 
Properties: 

- Perceptive Sight: You gain a bonus to Wisdom (Perception) checks equal to 
your intelligence modifier. 

- Farsight: When perceiving through your familiars’ senses, you can choose to 
use your perception bonus instead and whatever visual additional senses that 
you may have, or you can choose to no longer be blind while perceiving 
through your familiars’ senses, able to perceive through both at the same 
time. 

- Note: When you attune to this magic item, it replaces one of your eyes if 
you’re not missing any. In the case of if you are already missing an eye, this 
can be used to replace it. Unattuning from this magic item does not return the 
eye it replaced. 


Feathers Breeze 
Weapon (spear), uncommon 


Feathers Breeze, a marvel of arcane ingenuity. This weapon is forged with a slender, 
enchanted silver metal handle, resembling a spear in appearance yet vastly superior 
in its capabilities. Unlike a conventional spear, the Feathers Breeze's reach is 
extended through an ethereal forcefield that emanates from its tip, allowing it to 
strike enemies at a distance far greater than its physical form would suggest. 
Properties: 

- Far-reaching: This weapon has the “Reach” and “Finesse” properties. 


Wings of the Raven 

Wonderous item (Cloak), rare?(requires attunement) 

The Wings of the Raven is a cloak woven from the finest black silk, imbued with a 
sheen that reflects light like the iridescent feathers of a raven. The edges of the 
cloak are adorned with intricate embroidery that resembles raven feathers, and the 
hem flutters in an almost lifelike manner when the wearer moves. 


Properties: 
- Ravens Form: As a bonus action, while wearing this cloak, you can awaken 
the raven inside it, transforming it while equipped. 
- While transformed, 

- You gain 30 Temporary HP, once you lose these Temporary hitpoints 
your cloak's transformation ends. 

- When you take the Attack action on your turn, you can replace one of 
your attacks with one of the following. 

- You can make a melee weapon replace attack, swinging a wing, 
and slashing a target within 10ft dealing 1d6+Dex modifier 
magical slashing damage. 

- You also gain a ranged weapon attack that allows you to launch 
feathers up to 30ft/60ft, dealing 1d4+Dex modifier piercing 
damage. 

- You can use the cloak's wings to protect yourself. When an attack roll 
hits you, you can use your reaction to propel yourself 10ft ina 
horizontal direction. Should your new location be out of reach of the 
triggering attack it misses regardless of the attack roll. 

- The cloak’s transformation can’t be again until the next dawn. 


